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GENIUS AT PLAY™ 


WARNING: READ BEFORE USING YOUR PLAYSTATION®2 
COMPUTER ENTERTAINMENT SYSTEM. 

Avery small percentage of individuals may experience epileptic seizires 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video games, 
including games played on the PlayStation 2 console, may induce an 
epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, any 
involuntary movement, or convulsions — IMMEDIATELY discontinue use and 
consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherials not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


ee YOUR PLAYSTATION 2 FORMAT DISC: 

e This disc is intended for use only with PlayStation 2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 
keep itin its protective case when notin use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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IF YOU READ NOTHING ELSE, READ THE 
TUTORIAL SECTIONS AND GET MIXING STRAIGHT AWAY 
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GETTING STARTED 


MEMORY CARD slot 2 
MEMORY CARD slot 1 disc tray 


(OPEN) button 


USB connector 
$400 i.LINK connector 
controller port 1 
controller port 2 


To start generating music on your PlayStation®e2: 

Set up your PlayStation®2 computer entertainment system according to the instructions in its 
nstruction Manual. Make sure the MAIN POWER switch (located on the back of the console) 
is turned on. Press the RESET button. When the power indicator lights up, press the open 
button and the disc tray will open. Place the MTV Music Generator™2 disc on the disc tray 
with the label side facing up. Press the open button again and the disc tray will close. Attach 
game controllers and other peripherals, as appropriate. Follow on-screen instructions and 
refer to this manual for information on using the software. 


Royalty-free License 

You are entitled to a worldwide royalty-free license to make, use, sell, distribute and publish 
any works that you create with MTV Music Generator™2 using any of the audio or video com- 
ponents that have been created for this product (except for components relating to the orig- 
inal licensed compositions by the credited artists) provided that such works are clearly 
marked on the media or packaging as being created using MTV Music Generator™2 (dis- 
playing the MTV Music Generator™2 logo where physically / technically possible) and that 
you have posted to us notice of your intended use. 


This acknowledgement should contain brief details about the works you have created and 
contact information. Post your acknowledgement to: 


MTV Music Generator™2 Registration Department, 
PO Box 6, 

Leamington Spa, 

Warwickshire, 

UK 


or email: 
songregistration@codemasters.com 


This license does not include the right to use any recordings or components of MTV 
Music Generator™2 in any commercial music or video creation product. No license 
is granted in respect of the original licensed compositions by the credited artists or 
any component or sample within those tracks. 
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The Controls 


DUALSHOCK™2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button R2 button 
L1 button . fe ~~ R1 button 
=a ex 
—o A 
directional ——+> ene |G) © 
buttons x 
A button 
left analog stick © button 
(L3 button when pushed down) 
SELECT button * button 
ANALOG mode button 1 button 


START button 
right analog stick 
(R3 button when pushed down) 


directional buttons 
left analog stick 
A button 

O button 

X button 

O button 

START button 
SELECT button 


scroll area indicated by pointer 
move pointer 

cancel 

menu 

action 

delete 

play/stop 

highlight an area 
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The Screen 


Skin 
Controls 


Track Window 


= Es 


EPEC 


ABBR ERR 


Video Preview: 
Click here to see your video 
in full screen mode. 
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Song Palette 
Video Palette 
Bookmarks 
Labels 

Song Volume 


Song BPM 
(Beats Per Minute) 


Song Effects 
Rhythm 
Bass 
Melody 
Vocals 
Object 

Light 


Video Effects 


PHOBCEHETO*X GRopPEQ 


Camera 


Navigating The Screen 


Navigation in MTV Music Generator™2 is extremely 
easy. To get the pointer to a button, use the left analog 
stick to move the pointer near to the button. Each button 
has its own ‘gravity’ — as soon as it senses the pointer 
nearby, it will turn on its gravity and attract the pointer the 
rest of the way. 


Terms Of Reference 


For clarity, the following terms of reference 
will be used throughout the rest of this guide: 


Point to: means to place the pointer over 
the stated area of the screen using the left 
analog stick. 


Click: means to point to the stated on-screen 
object and press the X button. 


Scroll: means to point to the stated area of 
the screen and adjust the view using the Up, 
Down, Left and Right directional buttons. 
E.g. ‘Scroll down the Track Window’ means 
to point to the Track Window and press the 
Down directional button to move the view in 
that direction. 


Bookmarks 


Each bar in the TRACK EDITOR is identified by a 
BOOKMARK. These can be used to quickly navigate 
through your track. 


Click a BOOKMARK number to set it as ‘active’. Now, 
clicking the BOOKMARK icon at the top of the column 
will cycle your view to focus on each active BOOKMARK 
in turn. 
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Control Symbols 


features controls for opere ’ 
Music Generator™2; althou 
locations may change, the co 
remain the same. . 


Other symbols you'll need to recognize are: ~~ To change the skin, click SKIN SELECTION. 


x CANCEL Click either of the yellow left or right arrows 
at the top of the new screen or use the left 
and right directional buttons, to cycle 
through the available skins. When you find 
one you like click ACCEPT. 


JY ACCEPT / LOAD SELECTED ITEMS 


To go back to the main screen without 
making a skin selection, click CANCEL on 
screen or press the A button. 


/\ 
f\ 


GETTING STARTED 


Except where not applicable, call up the context-sensitive menu by pressing the O button. 
The menu system intelligently detects whereabouts on screen the pointer is located, and 
automatically displays appropriate options for the area. 


Options 


Cancel 


Some common options available in the context sensitive menu are: 


oOo *&§ 6 hUuhlhUcPlLUCUDD 


Copy / Use Cut Delete Clone Demo Replace Riff 


H A R kK «f 


Replace All Riff Editor Riff Volume Mute Track once 
ideo 
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Using Riffs In Your Track 


Rhythm 

The Rhythm section contains a range of 
percussion-based riffs from full-blown 
drum solos to individual sounds. Rhythm 
riffs provide the main beat that holds the 
track together. 


Ld 


Melody 
Melody riffs do just what they say - 
provide the main tune, and maybe its 
harmony, to the track. For live music, 
guitar, keyboards or any other instrument 
capable of playing many different notes 
would provide the melody. MTV Music 
Generator™2 contains many riffs created 
around these types of instruments as well 
as electronic sounds and samples. 


Types of Riff and Where to Use Them 
Making a song with MTV Music Generator™2’s riff library is a snap — basically you build a 
track out of musical blocks. There are so many riffs available in the library, you may never feel 
you need to try anything more than this section. 


This part of the Guide will take you through the various stages of creating a basic track, from 
choosing your riffs, to building them into a finished track. If you read nothing else, read the 
TUTORIAL sections. By following these step by step lessons, you will learn how to create a 
simple track from scratch. To complete all tutorials takes about ten minutes. 


There are hundreds of different riffs split into the four musical sections and spread over eight 
genres. The musical sections covered in MTV Music Generator™2 are: 


Bass 
Bass riffs provide the foundation of 
your track. The Bass riffs are centered 
around deep bass instruments such as 
bass guitar or synth bass and other 
suitable sounds. 


© 


Vocals 
The Vocal riff section is a collection 
of samples of human voice and song. 
In MTV Music Generator™2, these are 
mostly used to add highlight and 
polish to your track, or to provide 
a strong vocal line. 


Remember, often it’s only the way the 
words in a song work that make it a hit! 
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Importing Riffs 

First, open the RIFF LIBRARY - click the icon at the top of the track section (Rhythm, Bass, 
Melody or Vocals) you want to import into. You'll Know when you have the pointer in the right 
place — the tool tip will show Rhythm, Bass, Melody or Vocals. 


Next use the left or right directional buttons or click a folder to choose the genre you want to 
select riffs from. When you're getting started, it’s a good idea to pick all of your riffs from the 
same genre as they've been deliberately selected to work well together. When you have more 
experience, you can mix and match your genres as much as you like. 


Now; click DEMO next to one of the riffs to hear what it sounds like. If it sounds like it may 
work well in your track, click the RIFF-NAME to highlight it. You can select as many riffs as 
you like before going back.to the main screen. When you're ready, click the LOAD 
SELECTED ITEMS button at the top of the screen to load all the selected riffs. 


All of the riffs you just loaded are now displayed in the RIFF PALETTE on the left of your screen 
ready for use. 


TUTORIAL | - LOAD YOUR RIFFS 


e e Since this is the first part of the tutorial, you need to import the riffs 
that you are going to need for the next few exercizes. First, click on 
the icon at the top of the RHYTHM column to open the RIFF 
LIBRARY, then use the left and right directional buttons to navigate 
to the BREAKBEAT section. 


Now click on the following names to highlight them, using the up 
and down directional buttons to scroll the list if necessary (if you 
want to listen to them first, click DEMO next to the name): 


Clocking In 
Distance 3 
Distance 4 


Now click LOAD SELECTED ITEMS to return the selected riffs to 
the RIFF PALETTE. 


| Using the same method, import the following riffs for the other 
track sections: 


BASS: Import ‘Fooly’ and ‘Got Some Funk’ j 
from BREAKBEAT. 


MELODY: Import ‘Barrys Mate’ and ‘Revelation’ from 
BREAKBEAT. Import ‘Ringer’ from R&B. 
Import ‘Great 1’ from HOUSE. 


VOCALS: Import ‘Girly Breath 3’, ‘Oh Scratchy’ 
and ‘Oh My Baby 1’ from POP. 


Import ‘Ooh Baby’ from GARAGE. 
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Using Riffs 


Now that you've imported your riffs into the RIFF PALETTE as described previously, you can 
construct your track. First select a riff from the RIFF PALETTE by clicking it (you'll see it pulse 
to show it’s selected), then click the place in the TRACK WINDOW where you want to put 
the riff. 


See how the TRACK WINDOW is marked up in squares? Each row of squares is equivalent 
to one bar of music and each square indicates a point where a riff can be placed 
— a one-block riff will occupy one square. Each bar is labelled with a BOOKMARK number. 


any are), be sure that you point to the first square 
is ensures that your riff goes into the right place. 


Each type of riff has a spec fic column assigned to it in the TRACK WINDOW. You can only 
place a riff in its correct column. You'll see that initially each riff type has only one column 
assigned to it, which doesn’t look like very much room for everything you want to do. Don’t 
worry, as soon as use an empty column, that part of the TRACK WINDOW will expand 
horizontally by iving you room for your next set of riffs to go in. 


Each riff in the | AIFF E is color coded. This is just to make it really easy to see which 
musical section each riff belongs to: 


0) Rhythm riffs (and Video Objects) are colored shades of RED and are used 
in the Rhythm column. 


Bass riffs (and Video Lights) are colored shades of BLUE and are used in the 


Bass column. 


oO) Melody riffs (and Video Effects) are colored shades of YELLOW and are used 
in the Melody column. 
(S) 


Vocal riffs (and Video Cameras) are colored shades of BROWN and are used 
in the Vocal column. 


TUTORIAL 2 - BUILD YOUR TRACK 


e e Start to build your track now by picking and placing your riffs... 


First, click on the riff ‘Fooly’ in the RIFF PALETTE and move the pointer 
over to the BASS section (note how the riff block is colored blue to 
indicate that it goes into the BASS section). Click in the first square at 
the top of the BASS section to insert ‘Fooly’ into the beginning of the 
track. The BASS section expands horizontally by one column to allow 
you to insert further riffs later on. 


For now, Click in the first available square below ‘Fooly’ to insert the 
riff again. Repeat this until you have 5 consecutive instances of ‘Fooly’ 


in your track, occupying Bars 1-10 (Bar 11 should be empty). 


Using the same method insert the following riffs as described: 


Riff Insert into Track Section Insert into Bar/s 


Distance 3 Rhythm 


Ringer Melody 
Great 1 Melody — 2nd Col 


| Got Some Funk Bass — 1st Col. under ‘Fooly’ 

Girly Breath 3 
[Oh Baby 1_ 
CucceceyS. ais 
Ooh Baby _ Vocals 


Girly Breath 3 Vocals — 2nd Col. 


Clocking In Rhythm — 2nd Col. 


Barrys Mate _ _ Melody - 3rd Col. 


Revelation Melody — 4th Col. 
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Playing Your Track 


First you need to state where you want your track to be played from. Point to the bar 
you want to play from — you'll see it turn grey — then press the START button on your DUAL- 
SHOCK™2 analog controller. Alternatively, scroll to the beginning of the track (or click GO TO 
BEGINNING OF TRACK) and click the on-screen PLAY control. 


TUTORIAL 3 - PLAY YOUR TRACK 


e i Now that you've started creating your track, you'll want to hear what 
its S 


Ma Uicomtarel 


of the windc oint to it and press tt 


Editing Your Trac 


Before.you can edit your track, you first need to define which part of the track you want 
to work on. If this is more than just a single riff, this is known as a ‘selection’. 


Creating a Selection 

To select an area of your track, use the left analog 
stick and point to the top left of the area you want 
to select and press the SELECT button. 


Now move the pointer to the bottom right of the 
area you want to select. Notice how the pointer 
now drags out a selection box from the initial point 
you selected. Once this box surrounds the area 
you want you can perform one of the following 
actions on the highlighted section. 
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Copying 
This action takes a carbon copy of the selection or riff that can be placed into 
an empty part of your track (see Pasting), while leaving the original where it is. 


Copying really is most useful when dealing with whole selections. When dealing 
with single riffs, it is just as easy to re-select the riff from the RIFF PALETTE and 
re-place it into the track. 


First make a selection or point to a single riff and press the O button to call 
up the context sensitive MENU, then click COPY (now see Pasting). 


x Cutting 
CUT performs almost the same action as COPY, except that it removes the 
original selection from its place so that it can be moved to another location 
(see Pasting), rather than leaving it where it is and taking a copy. 


First make a selection or point to a single riff and press the O button to call up 
the context sensitive MENU, then click CUT (now see Pasting). 


Pp Pasting 
Once you have copied or cut your selection or riff, you can paste it back into 
your track provided there is room for the selection at the location you choose 
— MTV Music Generator™2 will tell you if there isn’t. 


Point to the top left corner of the area you want to paste your selection into 

(the outlines show you how much space your selection will occupy once pasted) 

and press the X button. Remember, you can only paste a selection or riff into the 
correct section of the track — you can’t paste a Vocal riff into the Rhythm section. 


iw Deleting 
First create a selection or point to the riff you want to delete, then press 
the O button. 


Don’t forget, even if you delete a selection you can still replace it by clicking the 


on-screen UNDO control. However, this must be done directly after the delete 
action has occurred and before any other action is performed. 
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TUTORIAL 4 - EDIT YOUR TRACK 


& | 4 Now you'll add some length to your track using COPY and PASTE to 
create some repetition. Nearly all music uses a degree of repetition, 
whether it's a rhythmic beat, a repeated melodic refrain or simply 
a chorus of words in a song. 


First create a selection of all blocks in the Rhythm, Bass and Melody 
track sections from Bars 9 and 10, then press the O button to call up 
the MENU and choose COPY. 


PASTE the selection three times aligning the upper left block of the 
selection with Bars 13, 15 and 17 (also ensure that the Track Sections 
of the selection match those of the TRACK WINDOW). 


Press the A button to cancel the selection and repeat this process, 
this time copying all RHYTHM, BASS and MELODY blocks from Bars 
11 and 12 and pasting them so the upper left block of the selection 
is aligned with Bar 19. 


Finally, select all blocks in Bars 13 to 20 and paste so that the upper 
left block of the selection is aligned with Bar 21. 


You'll probably want to hear what this sounds like, So go back to the 
first line of the track and play it. 


Fal Replacing Riffs 
This is a very useful tool that compresses the procedure of selecting a riff, 
deleting it and placing another one. 


If you want to change one riff for another, select your replacement riff from the 
RIFF PALETTE (you first have to import it from the LIBRARY), then simply point 


to the riff that you want to replace. 


Now press the O button to call up the MENU and select REPLACE RIFF. 
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Replace all examples of a riff 
Occasionally, you may decide that a particular riff just isn’t fitting in your 
track and another one would be better. 


As before, select your new riff from the RIFF PALETTE and point to the riff you 
want to replace. This time call up the MENU with the O button and select 
REPLACE ALL. 


TUTORIAL 5 - REPLACE RIFFS 


st Distance 4 from the RIFF PALETTE and point to Distance 3 in 
4 of your track. Press the O button to call up the MENU and 
click REPLACE 


Oh Man, | Made A Mistake! 

Don't worry if you mess up. As long as you have done 
nothing since you made the mistake, you can always 
click the UNDO control on-screen to reverse your last 
action. If you decide that it wasn’t a mistake after all, click 
the REDO control on-screen. 


Labelling sections of your track can be very useful in 
helping you keep tabs on which bit of your track is where. 
To create a label, point to a square in the LABELS column, 
hold the X button and scroll using the directional buttons 
or left analog stick to drag out a block, then release. To 
create a one-block label, just click without dragging. 


On the TYPEWRITER that appears, spell out your label by 
clicking each letter in turn. When you've finished, click . 
ACCEPT at the bottom right of the typewriter keyboard. Accep! 
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Give Your Track A Name 


Click in the TITLE BAR at the top of your TRACK WINDOW to call up the TYPEWRITER and 
name your song. 


Saving And Loading Your Track 


Once you've created your track, you'll want to save all your hard work. Click the LOAD/SAVE 
Icon to call up the LOAD/SAVE popup. 


Change Source Source Bar Track Title Bar 


Jukebox 


File list Scroll 


file list 


Load/Play Jukebox 


Change load type 


Load/Append (=) Cancel 


Save file size 


Change save type 


Save As Load file size 


Saving 
First, set the part of the track to be saved by setting the CHANGE SAVE TYPE icon. 
These icons are defined as follows: 


d E Esa 


Song track only Video track only Song & Video only 


t 
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Now click SAVE AS at the bottom of the LOAD/SAVE popup. This will activate the keyboard 
so you Can give your track a name (see ‘Labels’) — click the ACCEPT button on the keyboard 
to save your track to the memory card (8MB) (for PlayStation®2). 


To LOAD a track, first select a SOURCE from which to load in the SOURCE BAR at the top 
of the LOAD/SAVE popup. Scroll left and right using the buttons at either side of the SOURCE 
BAR (or use the left and right directional buttons) until the name of the SOURCE you want to 
load from appears. You'll see icons for each of the tracks available Wome eter s0P oo" 
in the FILE LIST (see ‘Saving’ for icon definition). 


Next click on a FILE ICON to choose your track in the FILE LIST and click on ie LOAD 
button. The track data will be read from the SOURCE and returned to your TRACK WINDOW. 
For tracks that have been saved complete with both song and video, you can choose which 
part you want to load by setting the CHANGE LOAD TYPE icon to SONG ONLY or VIDEO 
ONLY. This is useful if you’ve just written a song and want to add a previously saved video to 
it (or vice versa). 


Loading into your current track 

A very useful feature in MTV Music Generator™2 is the ability to import a song and its video 
into the end of the track you’re currently working on. Find the track you want to add in, then 
click the LOAD APPEND button. Note: it’s possible that this action will exceed your maximum 
memory capability, but if this is the case, you will be notified. 


Deleting a track 

If you’ve saved a track that you don’t want to keep after all or you simply want to clear some 
space from the memory card, simply delete it. 

Navigate to the track you want to ditch using the SOURCE BAR and FILE LIST. Click on the 
icon of the track in the FILE LIST and click the DELETE button. 


Jukebox 

Turn your PlayStation®2 computer entertainment system into a DJ booth by activating the 
JUKEBOX button. When active, this allows you to select a number of saved tracks and put 
them in play sequence — simply click icons in the FILE LIST in the order you want them to play. 
Once you're sorted, click the PLAY JUKEBOX button to load and play them. 


Af 


Loading : oh 


=—=is 
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Track Volume, BPM And €ffects 


Now that you've got the basics of a track together, you’ll want to start building some mood 
and atmosphere into it. This can easily be done by adding VOLUME, BPM (Beats per Minute) 
and EFFECTS blocks into the track. 


Each block defines a transition between two states — a beginning and a finishing state. When 
MTV Music Generator™2 plays your track and encounters a block in any of the VOLUME, 
BPM or EFFECTS channels of the track, it will incorporate the new settings into the track and 
continue playing along with those dynamic changes until it reaches a block containing 
new settings. 


’ 


Creating Volume. BPM and €ffects Blocks 
Click one of the colored,blocks in either the VOLUME, BPM or EFFECTS channel where you 


want the transition to begin (at the outset, there will only be one block at the top of each 
channel). This activates the popup that allows you to define the start and end values of 
the block. 


Volume.and BPM 
(KX) __‘ Set.the START value (the level that the Vol/BPM block will begin playing at) then 
set the END value (the level that the Vol/BPM block will finish playing). Finally set 
Q.___ the RAMP to define whether the change in Volume or BPM is weighted more 
toward the beginning or end of the Vol/BPM block. 


Once you are satisfied with the settings, click the ACCEPT button. The defined 
block is placed into your track in the chosen channel. 


Select ramp 


Start value 


Increase value 
Decrease value 


. End value 


Cancel 
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Effects 

Defining settings for EFFECTS is slightly more complicated than for VOLUME and 
BPM because there are more options to choose from. First choose the EFFECT 
TYPE you want to use, then set the options. Experiment with the options to see 
which sounds best for your track. 

Note: Not all options are available for all types of effects. 


Effect type 


Effect delay 


Effect feedback 


Start value End value 


Effect Level 

EFFECT LEVEL defines how ‘much’ effect is applied to your song. Taking ‘Echo’ 
as an example, a low EFFECT LEVEL will give only slight echo depth to your 
song whereas a high EFFECT LEVEL will make it reverberate strongly. 


Delay Level 

Again taking ‘Echo’ as an example, setting a DELAY LEVEL defines how much 
time there is between individual echoes. A low DELAY LEVEL might give you the 
sort of echo you could expect in a hall, but a high DELAY LEVEL could sound 
more like you were shouting down the Grand Canyon. 


Feedback Level 

Setting a FEEDBACK LEVEL defines how many times an effect will loop back 

on a particular sound before fading away. For ‘Echo’ the FEEDBACK LEVEL 
specifies how many echoes are heard from each part of your track before 
vanishing. In real terms, the difference between low and high FEEDBACK 
LEVELS could be likened to the difference between firing a pop-gun in the Grand 
Canyon and letting off a cannon in the Grand Canyon - one will produce many 
more echoes than the other! 
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Transition Length 
Having created a VOLUME, BPM or EFFECT block, you'll now want to define 
over how many bars that transition will take place. 


The block is initially one bar long. To increase the length of this transition, point 
to the block and hold the X button. Now scroll the window using the direction 
buttons, or drag the block down the window using the pointer (left analog stick). 


The VOLUME, BPM or EFFECTS popup will appear again; press ACCEPT to 
confirm. the change in transition length. 


Say for example that you created a one-bar VOLUME block that increased 
VOLUME from a value of 50 to a value of 100. This transition would sound quite 
sudden as the block is only one bar long. You can make the change more gradual 
by increasing the length of the block to say, four bars. 


TUTORIAL 6 - VOLUME, BMP & EFFECTS 


e (a For your tutorial track, we're simply going tc te VOLUME f 
the end of the track and add an EFFECT. 


Click in Bar 21 of the VOLUME CHANNEL and still holdin 
X button, drag the block using th directional buttons or left 
stick so that it s far as Bar 28 (the of the track). 


When you release the X button, the VOLUME popup will appear. Set 
the START value to 1( e END value to 1 and click ACCEPT to 
return to the TRACK WIND 


Click the first colored block in the EFFECTS channel and in the popup 
that appears, choose ‘Studio B' as the EFFECT TYPE and set the 
START and END EFFECT DEPTH values to 40. 


Note: DELAY and FEEDBACK values are not alterable for this 
EFFECT TYPE. 


Click ACCEPT to return to the TRACK WINDOW. 
Play your track from the beginning. 
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NOW ADD A VIDEO 


Videos are built in exactly the same way as the rest of your track, except that rather than 
dealing with a library of riffs, you create each block of video footage yourself. These blocks 
are stored in the VIDEO PALETTE ready to be placed into your track. 


MTV Music Generator™2 will do most of the work for you. VIDEO blocks are created by 
selecting from preset menus of options. Although these options allow you literally thousands 
of possible video combinations, choosing them is simplicity itself. 


Library Presets — Click 
+/- to scroll through 
available options. 


CANCEL 


ACCEPT 
Full screen (press any button to recall the interface) 


Function Menu — Select the Value Sliders - Select your Parameters Menu — Select 
item for which to set Values / own settings if available preset parameter sets for 
Parameters (use the left and (dependant on Function Functions (use the left and 
right directional buttons to and Parameter selections). right directional buttons to 
switch between sub-menus). switch between sub-menus). 


Video Object Blocks 


First click in a blank space in the VIDEO OBJECT column to access the VIDEO EDITOR 
through the context sensitive MENU. Using the MENUS and VALUE SLIDER/S create 
OBJECTS and assign their actions. When you've finished, click ACCEPT to return your VIDEO 
OBJECT block to the VIDEO PALETTE for use in your track. 


NOW ADD A VIDEO 


Video Lighting Blocks 


Set up the lighting for your video by clicking on a blank space in the VIDEO LIGHTING 
column to access the EDITOR through the MENU. Using the MENUS and VARIABLE 
SLIDER/S set the behavior, location and color of the lights in your video. When you're 

« Satisfied, click ACCEPT to return your VIDEO LIGHTING block to the VIDEO PALETTE for use 
in your track. 


Video Effects Blocks 
ell ¥ 


Video Camera Blocks 

ideo (define how the virtual camera behaves), click in 
AMERA column icon to enter the VIDEO EDITOR through 

. Use the MENUS and VARIABLE SLIDER/S to program the 

en done, click ACCEPT to return the CAMERA block to the 


Constructing Your Video 


Videos are constructed in exactly the same way as the sound elements of your track. 
Simply click video blocks in the VIDEO PALETTE to select them, then click in the VIDEO 
SECTION of the TRACK WINDOW to place them. 
Note: Each element you add to your video uses up system resources. The more you add, 
the fewer resources can be allocated to each video element. Add too many elements and 
t there could be insufficient resources for your video to run smoothly. You'll find that a couple 
of objects, some lighting, effects and a camera action, should be enough to produce a really 
kicking video. 


Be 


NOW ADD A VIDEO 
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Now that you’ve seen how to construct a track from the pre-recorded library of riffs supplied 
with MTV Music Generator™2, you can move on to the more advanced stage of editing those 
riffs, and even creating your own from scratch, using the RIFF EDITOR. 


Sample Library 


USB Sampler (see sampling sounds) 


CANCEL 
ACCEPT 


Sample palette 


To access the RIFF EDITOR to edit a riff, point to any riff in the TRACK WINDOW and call up 
the menu, then click the RIFF EDITOR button. The riff you are editing appears in the RIFF 
EDITOR broken down into its component samples. 


Simply edit the riff in the same way as you edit your song, picking up samples from the 
sample palette on the left and dropping them into the riff. The method for selecting, copying, 
deleting, etc samples in the riff editor is exactly the same as you would use in the Track 
Window for editing your song. 


Demo the pitch of your selected sample by clicking on the keys of the piano at the top of the 
Editor. Placing the sample in the column below the key specifies the sample’s pitch in the 
finished riff. 


The vertical axis of the Editor specifies bars (divided into four beats per bar), allowing you to 
properly time-sequence your riffs to fit into your track (remember how the Track Window is 
also divided into bars?). 


Note: to clear all applied settings within a riff, point to a blank row, call up the MENU and click 
CLEAR SETTINGS. 


ADVANCED TECHNIQUES 


Create Your Own Riffs 


To access the RIFF EDITOR for riff creation, place the pointer over a blank area in the Track 
Window. Depending on where you place the pointer, you will be able to create riffs for the 
Rhythm, Bass, Melody or Vocals section. Open the menu with the O button and click the 
RIFF EDITOR icon. 


You'll see that any samples already used within riffs in your track are pre-loaded into the 
sample palette on the left. 


ing.on the SAMPLE LIBRARY icon at the top of the SAMPLE 
le by holding down the X button over one of the numbers to the 
ers indicate the sampling rate and can be taken as 


Samples are iaeeredt into your SAMPLE PALETTE in the same way as you import riffs into 
your song, by highlighting the sample name and clicking the ACCEPT button (you can import 
morp than one sample at a time). 


22Khz. To import a sample at a quality level other than 
he other sample rates by clicking on of the number and 


is returned to the RIFF PALETTE, it will automatically have been given 
a rather uninspiring name. If you want to make the name more expressive of the sound, point 
to the riff and call up the menu. Select RENAME RIFF and call it something more appropriate. 


Auto Chord 


Chord creation in MTV Music Generator™2 is extremely easy. You don’t even need to worry 
about the manual construction of chords if you use AUTO CHORD. 


’ To create a chord, place a sample into the RIFF EDITOR. Remember the pitch (note) of your 
sample is defined by where you place it in relation to the piano keyboard. Once you've placed 
the sample, drag it out to define its length (see Transition Length for how to do this). Next point 
to the sample and call up the menu using the O button. 


Select NOTE AUTO CHORD and from the list that is displayed, click on the type of chord you 
want to create, then click ACCEPT. If you’re not familiar with the theory of music, experiment 
with AUTO CHORD to see what sort of chords you can produce. 


ADVANCED TECHNIQUES 


When you return to the RIFF EDITOR, you will see that more notes have been added. 
These comprize the rest of the chord you have defined. Play it to see how it sounds. 


Arpeggiator 


An arpeggio is similar to a chord in that it is made up of a number of notes, but where 
playing all those notes at the same time makes a chord, an arpeggio is created by playing the 
notes separately in sequence. 


To create an arpeggio, place a sample into the RIFF EDITOR, using the piano keyboard to 
define its pitch (note). 


Point to the sample you've just placed, then press the SELECT button. Use the left analog 
stick to drag right and down from the sample, to select the area over which the arpeggio 
is to be created (see Creating a Selection). Make sure you give your selection sufficient 
horizontal space for the arpeggio to be created (you'll learn this with experience), then call up 
the menu (O button) and select the ARPEGGIATOR. 


ADVANCED TECHNIQUES 


From the list that appears, click the type of arpeggio you want to make. You can also alter the 
style and timing of the arpeggio by clicking the icons in the top left corner (these changes are 
shown in the TITLE BAR at the top of the screen). Once satisfied, click ACCEPT. 

When you return to the RIFF EDITOR, you'll see that your arpeggio has been created and has 
been repeated as many times as is allowed by the vertical depth of your original selection. 


Note Envelopes 


The sophistication of MTV Music Generator™2 allows you to work with the individual 
characteristics of any sample you import or create. 


Place a sample into the RIFF EDITOR, point to it and call up the menu using the O button. 
Then select NOTE VOLUME ENVELOPE, NOTE PITCH ENVELOPE or NOTE PAN ENVELOPE. 


Either select a PRESET by clicking the icon in the top left corner or alter the parameters 
manually by adding and moving points to the line in the center of the graph (the graph is 
a representation of the sample through time). 


The tool tips describe the function of the icons at the top of the screen, each of which can be 
used to edit the ENVELOPE. 
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Note Volume Envelope 
The NOTE VOLUME ENVELOPE defines the loudness of a sample over time. For example, 
you can make a sample quiet at the beginning and loud at the end (this would be represent- 


ed by an upward sloping line on the NOTE VOLUME ENVELOPE S20 em 7 


Note Pitch Envelope 

As for NOTE VOLUME, NOTE PITCH can be set to change over the course of a sample. 
A sample can play at a high pitch at the beginning and bend to low pitch towards the end 
(this would be represented by a downward sloping line on the NOTE PITCH ENVELOPE screen). 


Note Pan Envelope 

NOTE PAN ENVELOPE defines which stereo speaker a sample is played through. Using this 
ENVELOPE setting you can make a sound travel from right to left or vice versa, or appear to 
pulse between the two speakers. 


These same ENVELOPES can also be applied to multiple samples in the RIFF EDITOR. 
Simply select an area covering the notes you want to alter and click the parameter you want 
to redefine on the menu (O button). 


Other functions are also available on the menu upon selecting more than one note 


to adapt: 


Note Offset Over Time 

Each sample has a start point — this is either the beginning of the sample or where the start 
point is currently set (see Note Parameters). NOTE OFFSET OVER TIME moves the start point 
progressively later in the sample each time the sample is played in the riff. Experiment to see 
how you can create interesting rhythmic and echo-like effects. 


Specify how NOTE OFFSET OVER TIME performs by altering the graph line, then click ACCEPT. 


Humanize 
Plays a sound with a random factor added which imitates the very slight variation in pitch and 
volume you would hear if a human were to play the sound. 


Real Time Record 
Having selected an area in the RIFF EDITOR, you may want to record your riff in real time. 
When you select REAL TIME RECORD, the screen will begin to scroll over the area you have 
selected. Insert notes in real time as the screen scrolls. 


ADVANCED TECHNIQUES 
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Note Parameters 

Having placed a sample into your RIFF EDITOR, one further MENU option you now have 
access to is NOTE PARAMETERS. At its core, this function allows you to alter most of the 
attributes of each individual note through a single interface. 


, Access this function by clicking the note placed into your RIFF EDITOR and click NOTE 
PARAMETERS on the MENU. 


i [,.. 
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Start Point 

By default, your sample will start playing from the beginning , but if you want 
it to play from a later point, simply click on the waveform at the point you 
want it to start. 


Altering Pitch 

On the keyboard at the top of NOTE PARAMETERS, the green key represents 
the current pitch of your note. To bend the pitch of your note over its duration, 
click another note on the keyboard. This key will be highlighted red. (Green key 
= starting pitch, red key = finishing pitch.) PITCH BEND will be applied evenly 
to the note. Remember, you can specify the note’s duration by dragging out the 
block in the RIFF EDITOR. 


Triggers 

In Effects we discussed how to apply an effect to a whole riff. TRIGGERS refine 
this process, allowing you to specify at what point in a sample an effect can 
become active. 
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A sample is given sixteen TRIGGERS, each of which has three possible states: 


Trigger On: This means that the note will be played from this point 
(without any effect applied). If you want the n eet frOM 
the beginning, then TRIGGER 1 must be set to ON 
WITH REVERB. Using this method, you can also specify 
which part of a sample is played. E.g. if you only wanted the 
second half of a sample to play, set TRIGGERS 1-8 to OFF 
and set TRIGGER 9 to ON or ON WITH REVERB. 


Trigger Off: This means that this part of the note has no TRIGGER 
specified. If any TRIGGER earlier in the sample is set to ON as 
or ON WITH REVERB, the sample will still play across this 
section, but if no earlier TRIGGER is specified, the sample will 
be silent at this point. 


On With Reverb: —§ An ON WITH REVERB TRIGGER specifies at which point in 
a sample instructions from an EFFECTS block in the TRACK , 
WINDOW will be accepted. | 


Mute x 
Turns the sound on or off. ; : 


Back Speaker 
Activates sample instructions for rear speakers if you have them fitted 
(e.g. Surround Sound systems). 


Volume 
Specify the Volume that each individual note is played at by clicking on the slider, 
helpful for creating echo effects. 


ADVANCED TECHNIQUES 
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The funkiest feature of MTV Music Generator™2 is the ability to import your very own 
samples. Always wanted to be a rock star? Now's your chance — just sample your own voice 
and lay it into your track! To import a new sample to MTV Music Generator™2, go to the RIFF 
EDITOR and click the USB SAMPLER icon at the top of the screen. This takes you to the 
SAMPLE EDITOR: 
NB: Sampling new sounds requires the MTV Music Generator™2 Sampler Kit 
available at www.codemasters.com/shop 


Sample Edi 


ACCEPT 


Start/Stop sampling 
CANCEL 


eae | Toolbar 


Sample Area 


Sample Data 


Importing A Sample 


Legal Notice 

Please note that this feature is designed for your own personal use - distributing or publish- 
ing songs using samples taken from commercial CDs, tapes, files or other storage media 
without the copyright owners consent is illegal. If you plan on trying to publish or copy your 
creations, we strongly advise that you only use the sampling feature to record copyright-free 
samples, such as those found on specially recorded sample CDs. 


To import a sample, first plug your Sampler into USB connector 1 on your PlayStation®2 
computer entertainment system. See your Sampler Kit instructions for specific assembly 
guidelines. Importing is very simple, when you're ready to proceed, click START/STOP SAM- 
PLING on the toolbar. MTV Music Generator™2 is now recording any sound produced by the 
Sampler (be it speech through a mic or audio output from a player). You'll see the sound 
appear as a waveform in the Sample area. When you have recorded enough sound, click 
START/STOP SAMPLING again to end recording. 


To check how your sample sounds, press the START button to play it. If it's OK you can now 
edit it, but if you’d like another try, simply record right over it. 
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Editing A Sample 


Once you've imported a new sample from your Sampler Kit, or loaded one from MTV Music 
Generator™2’s libraries, you can edit it using the TOOLBAR. Edit_it.in. its. entirety 
or just a part of it by creating a selection first. 


Selecting Part of Your Sample 


Making a selection is in principle just the same as making a selection in other parts of MTV 
Music Generator™2. Point to the waveform in the SAMPLE AREA at the point you want to 
start editing. Hold down the X button and drag along the waveform to the point where you 
want your editing to end and release the X button. 


You'll see the selected area is now high- 
lighted. Any operations performed using 
the TOOLBAR will now only be applied to 
this area. 


Cut / Copy / Paste 
Select an area and click COPY or CUT, then click on x PP 
the point in the waveform where you want to insert cut copy _ paste 


the selection and click PASTE. 


Zoom In / Zoom Out 


Focus your view on the selected area or pull out to - Q 
see the larger scale of things. zoom zoom 

in out 
Trim 


HH Crop your sample into the selected area. 
Note: all data not within the selected area will be irrevocably deleted. Use TRIM 
to get rid of irrelevant sound at the beginning and end of your sample. 


Normalize 
a= Make your sample as loud as it can go without distortion. For example, 
a whispered sample could be made to sound like normal speech. 


Reverse 
<2 Reverses the selected area so it plays backwards. 


Mix 

@ _ First CUT or COPY an area of your sample. Now click the point where you want 
the selection to be mixed in and click MIX. The selection will be overlaid onto the 
sample so both elements will be played at once. 


Vix. «ea. a (See din 
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Select All 
Selects the entire waveform. 


Remove DC 

If your sample contains ‘DC’ (Direct Current) it will not work properly within the 
SAMPLE EDITOR. Select REMOVE DC to detect the ‘zero point’ of the sample 
and align this with the center line of the EDITOR. 


Silence 
Silences the selected area (effectively the opposite of TRIM). 


Set Loop Point 

When a sample has finished playing, it can be set to loop back on itself from its 
very end to a specified point. Set this point by clicking SET LOOP POINT, then 
clicking the sample waveform at the point you want to loop back to. 


Delete Loop Point 
Remove any set LOOP POINTS. 


Low / Band / High Pass Filter = | —-_ 
Setting a PASS FILTER allows a only specific set of = — = 
frequencies within your sample to be played. Low Band High 


A LOW PASS FILTER allows only low frequencies to be heard (the filter lets them 
‘pass’ through), whereas a HIGH PASS FILTER lets only high frequencies play. 

A BAND PASS FILTER allows you to specify a mid-range set of frequencies 

to play. 


Select an area to work on, then click one of the FILTER icons. On the following 
screen, set the parameters for the PASS FILTER by adjusting the endpoints of the 
graph line/s to specify how the filter behaves over the passage of the sample. 


Time Stretch 

Click TIME STRETCH to set your sample to play at a percentage of its normal 
speed. If you set 100+ percentage, your sample will play slower. Percentages 
lower than 100 will make your sample play more quickly. 


Volume +/- 5% 
Increase or decrease the volume of your entire sample, or only a selected area. 


When you’ve finished editing your sample, click ACCEPT to return it to the SAMPLE PALETTE 
in the RIFF EDITOR so you can use it in your riff. If you want the sample to play at the same 
pitch you recorded it at, place it into the RIFF EDITOR in line with PIANO KEY C6 (see tooltip). 
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Defining Shortcuts 


Shortcuts are a very simple method of customising the way you navigate MTV Music 
Generator™2. Simply point to any icon in the context-sensitive MEN' S one 

L1, L2, R1 and R2 buttons. The icon will become yellow to sh 

when you press this button, the MENU function will be activated. 


DEFINING SHORTCUTS 


JAMMING 


up to 2 players on one controller 
(see Sharing Controllers) 


options menu 


play riffs 
(press harder to 
play riffs louder) 


play riffs 


(press harder to 
play riffs louder) 


click to toggle 
between video and 
music modes for 
directional buttons 
— move left analog stick ?¥> € to 


Click to 


toggle between 
video and music 


modes for the 


AOXO buttons — move right analog 


select between rhythm, bass, melody stick PY € to select between rhythm, 


and vocals, or object, camera, light 


bass, melody and vocals, or object, 


and effects in video mode camera, light and effects in video mode 


assign riffs to 
directional 
buttons 


loop riff 


assign riffs 
to AOXO 
buttons 


loop riff 


Note: When using a Multitap, please make sure a Controller is always inserted in Multitap Controller 


port 1-A. It is recommended that additional Controllers are inserted sequentially (1-A 


Assigning Riffs 


, 1-B, 1-C etc). 


To assign riffs to the set of buttons you are using to jam with, hold down the button you 
want to set up and press the second shoulder button (e.g. if you are assigning a riff to the Up 
directional button, hold Up and press the L2 button. For the A button, hold down and press the 


R2 button.) 


Next choose an option with the appropriate stick by highlighting LOAD RIFF / LOAD SAMPLE 


from the menu that appears, then click the stick to select. 


This takes you to the RIFF / SAMPLE LIBRARY. Use the stick to navigate the Library, left and 
right changes categories; up and down scrolls the list. When you have found the riff / sample 


you want to play with, CLICK THE STICK to select. 


JAMMING 
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You can assign up to four riffs to each button, one from each section. Assigned riffs are 
shown on screen as a highlighted colored segment on each button of the DUALSHOCK™2 
analog controller diagram (the colors correspond to the riff type — see Color Code). 


Mh ne 
To clear a riff from a button, hold down the button and press STOO te button te cal up 
the menu, point to CLEAR BUTTON and click the stick. Only riffs in the currently selected 
instrument section will be cleared. 


Note: Video elements cannot be assigned to buttons. 


Looping Riffs 

Looping riffs while jamming saves you getting sore thumbs from pressing the same button over 
and over. Hold down the appropriate riff button until the sound is playing at the volume you 
want, then while still holding the riff button press the L1 button (for riffs played on directional 
buttons) or the R1 button (for riffs played on AOXO buttons), then release both buttons. 


Sharing Controllers 
By sharing DUJALSHOCK™2 analog controllers (and using multitap (for PlayStation®2)) up to 


eight players can jam together. When sharing, each DUALSHOCK™2 analog controller is _ 


‘split’ into two, one player taking the buttons and stick on the left, the other taking the but- 
tons and stick on the right. One player can take control of music and the other can take con- 
trol of video (toggle mode by clicking the appropriate stick), or both can play music — the pos- 
sibilities are limitless. 


JAMMING 
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Click the on-screen OPTIONS control to go to the OPTIONS MENU. Here you can clear your 

song or video, change your pointer and analog controller configuration and view video extras. 

In the main section of the OPTIONS MENU, you can also set the MASTER VOLUME that MTV 
: Music Generator™2 plays at and define the TIME SIGNATURE for your track. 

Note: Only 4/4 time riffs are included in MTV Music Generator™2's libraries. If you change the 

TIME SIGNATURE, you'll need to create your own riffs. 


Also switch AUTO NOTE LOCATE on or off. This takes you automatically to the first note in 
/ RIFF DIT 


atistics about your track. 


. See 


OPTIONS MENU 
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CREDITS 


Funkmaster Flex appears courtesy of Franchise Records Inc. 


"Stop The Rock" performed by Apollo 440. Produced by @440 at Apollo Control. 
www.apollo440.com Written by Noko / Hoxley / Gray / Gray. Published by Reverb Music 
Ltd. Licensed courtesy of Sony Music Entertainment UK Ltd. 


"Feelings" performed by Bentley Rhythm Ace. 
Composed by R.March / M.Stokes and published by Universal / Island Music Ltd. 
Licensed courtesy of EMI Records Ltd. 


"Give Me Your Love" written and performed by Cassandra Fox 


"Playing Games" written and/or composed by Dano for Red Melon Records, San 
Francisco. 


"Come Over" performed by Funkmaster Flex. Licensed courtesy of Franchise Records Inc. 


"Dub Dumb" as performed by Gorillaz with additional vocals from Sweetie Irie (P)2001. 
Sweetie Irie appears courtesy of Middle Row Records. Published by EMI Music 
Publishing Ltd. Licensed courtesy of EMI Records Ltd. 


"Clint Eastwood" as performed by Gorillaz (P)2001. Production Company: Passion 
Pictures. Director: JC Hewlett. Animation Director: Peter Candeland. Executive 
Producers: Tom Astor and Andrew Ruhemann. Producer: Sophie Byrne. Produced by 
Dan The Automator / Gorillaz. Co-Produced by: Tom Girling and Jason Cox. Engineers: 
Tom Girling and Jason Cox. Pro-tools: Tom Girling. Rap: Del Tha Funky Homosapien. Del 
Tha Funky Homosapien appears courtesy of Hieroglyphics Imperium Recordings. 
Published by EMI Music Publishing Ltd. Licensed courtesy of EMI Records Ltd 


"Show Me Dub" written and/or composed by Halo and Dano for Red Melon Records, 
San Francisco. 


"Nova" performed by Photek 
Composed by R.Parkes and published by Universal / MCA Music Ltd. Licensed courtesy 
of Virgin Records Ltd. 


"Jazz 2" performed by Roni Size - Reprazent 

Written by Southey / Williams. Composed by R.Size / Suv and published by Universal / 
MCA Music Ltd / Reverb Music Ltd. Courtesy of Talkin Loud/Mercury Records Limited 
(London) 

Licensed by kind permission from The Film & TV Licensing Division, part of the Universal 
Music Group. 


"Flow" written and/or composed by Tony and Greg Sankovic for Red Melon Records, 
San Francisco. 


"Inside The Speaker" performed by Zombie Nation 
Composed by F.Senfter and published by Universal Music Publishing Ltd. Licensed 
courtesy of Gigolo Records Ltd. 


CREDITS 


Thanks to 


Sergio Pimentel, Ross Pelling, Hywel Evans, lan Wright, Paul Harris, Josef 
Eschker, Gareth Currie, Niamh Byrne, Chris Graves, Steve Hills, Ann Murray, 
CouchLife Ltd, EMI Music Publishing Ltd, EMI Records Ltd, Gigolo Records Ltd, 
, Red Melon Records, Reverb Music Ltd, Sony Music Entertainment UK Ltd, 
Universal Music Publishing Ltd, Universal Records Ltd, Virgin Records Ltd, Apollo 
440, Dano, Cassandra Fox, Gorillaz, Jamie Hewlett, Tom Astor, Tony Hewitt, 
Richard March, Mike Stokes, Rupert Parkes, Florian Senfter, Roni Size, Suv, 
Halo Varga, Funkmaster Flex, Franchise Records Inc., Franchise Marketing, 
Chris Sealey, 5th Platoon, Rene John Sandy, Pharoahe Monch, 
a Lee Stone, Nina Flowers, Breez Evahflowin’. 


~ 


. Special Thanks to 


Samantha Amell, Diana Braunshteyn, Tony Calandra, Christopher Green, 
Sarah James, Greg Kaplan, Alice Kim, Preston Kevin Lewis, Ed Paparo, 
Deklah Polansky, Lisa Silfen. 


In-game music sourced by 
CouchLife Limited. 


THANKS 
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THE CODEMASTERS SOFTWARE COMPANY LIMITED 
SOFTWARE LICENSE AGREEMENT 


IMPORTANT - READ CAREFULLY: THE ACCOMPANYING 
PROGRAM (WHICH INCLUDES COMPUTER SOFTWARE 
PROGRAM, THE MEDIA AND RELATED DOCUMENTATION IN 
PRINTED OR ELECTRONIC FORM) IS LICENSED TO YOU ON 
THE TERMS SET FORTH BELOW, WHICH CONSTITUTES A 
LEGAL AGREEMENT BETWEEN YOU AND THE CODEMASTERS 
SOFTWARE COMPANY LIMITED. ("CODEMASTERS"). BY 
USING THE PROGRAM, YOU AGREE TO BE LEGALLY BOUND 
BY THE TERMS OF THIS AGREEMENT WITH CODEMASTERS. 


THE PROGRAM is protected by the copyright laws of the 

United States, international copyright treaties and 

conventions and other laws. The Program is licensed, and 

not sold, and this Agreement confers no title or ownership to 
the Program or any copy thereof. 

1. Limited Use License. Codemasters grants you the non- 
exclusive, non-transferable, limited right and license to 
use one copy of the Program solely for your personal 
use. 

2. Ownership. All intellectual property rights in and to the 
Program (including but not limited to video, audio and 
other content incorporated therein) and title to any and 
all copies thereof are owned by Codemasters or its 
licensors, and you receive no right or interest therein 
other than the limited license in paragraph 1 hereof. 


YOU SHALL NOT: 

© Copy the Program. 

* Sell, rent, lease, license, distribute or otherwise transfer 
or make available to any other person the Program, in 
whole or in part, or use the Program or any part thereof 
in any commercial context, including but not limited in a 
service bureau, "cyber cafe", computer gaming center or 
any other commercial location in which multiple users 
may access the Program. Codemasters may offer a 
separate Site License Agreement to permit you to make 
the Program available for commercial use; see the 
contact information below. 

¢ Reverse engineer, derive source code, modify, 
decompile, disassemble, or create derivative works of 
the Program, in whole or in part. 

« Remove, disable or circumvent any proprietary notices or 
labels contained on or within the Program 

¢ Export or re-export the Program or any copy or 
adaptation in violation of any applicable U.S. export 
restrictions or other laws or regulations. 


LIMITED WARRANTY. Codemasters warrants to the original 
consumer purchaser of the Program that the recording 
medium on which the Program is recorded will be free from 
defects in material and workmanship for 90 days from the 
date of purchase. If the recording medium of a product is 
found defective within 90 days of original purchase 
Codemasters agrees to replace, free of charge, such product 
within such period upon its receipt of the Product, postage 
paid, with proof of the date of purchase, as long as the 
Program is still being manufactured by Codemasters. In the 
event that the Program is no longer available, Codemasters 
retains the right to substitute a similar program of equal or 
greater value. This warranty is limited to the recording 
medium containing the Program as originally provided by 
Codemasters and is not applicable and shall be void if the 


egister ur software at: www.codemasters.co 


defect has arisen through abuse, mistreatment, or neglect. 
Any implied warranties prescribed by statute are expressly 
limited to the 90-day period described above. 


EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU 
OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF 
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE 
OR NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS 
OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR 
OBLIGATE CODEMASTERS. 


When returning the Program for warranty replacement 
please send the original product disks only in protective 
packaging and include: (1) a photocopy of your dated sales 
receipt; (2) your name and return address typed or clearly 
printed; (3) a brief note describing the defect, the problem(s) 
you encountered and the system on which you are running 
the Program; (4) if you are returning the Program after the 
90-day warranty period, but within one year after the date of 
purchase, please include check or money order for $15 U.S. 
currency per CD or floppy disk replacement. Note: Certified 
mail recommended. 


Send to: 
Warranty Replacements, Codemasters Inc., P.O. Box 2150, 
Oakhurst, CA 93644 


LIMITATION ON DAMAGES. IN NO EVENT WILL 
CODEMASTERS BE LIABLE FOR SPECIAL, INCIDENTAL OR 
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, 
USE OR MALFUNCTION OF THE PROGRAM, INCLUDING 
DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER 
FAILURE OR MALFUNCTION AND, TO THE EXTENT 
PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, 
EVEN IF CODEMASTERS HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES. CODEMASTER'S LIABILITY 
SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE 
LICENSE TO USE THIS PROGRAM. SOME 
STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW 
LONG AN IMPLIED WARRANTY LASTS AND/OR THE 
EXCLUSION OR LIMITATION OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS 
AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT 
APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL 
RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY 
FROM JURISDICTION TO JURISDICTION. 


TERMINATION. Without prejudice to any other rights of 
Codemasters, this Agreement will terminate automatically if 
you fail to comply with its terms and conditions. In such 
event, you must destroy all copies of the Program and all of 
its component parts. 


U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and 
documentation have been developed entirely at private 
expense and are provided as “Commercial Computer 
Software” or "restricted computer software." Use, 
duplication or disclosure by the U.S. Government or a U.S. 
Government subcontractor is subject to the restrictions set 
forth in subparagraph (c)(1)(ii) of the Rights in Technical Data 
and Computer Software clauses in DFARS 252.227-7013 or 


as set forth in subparagraph (c)(1) and (2) of the Commercial 
Computer Software Restricted Rights clauses at FAR 
52.227- 19, as applicable. The Contractor / Manufacturer is 
Codemasters Inc., P.0. Box 2150, Oakhurst, CA 93644 


INJUNCTION. Because Codemasters would be irreparably 
damaged if the terms of this Agreement were not 
specifically enforced, you agree that Codemasters shall be 
entitled, without bond, other security or proof of damages, 
to appropriate equitable remedies with respect to breaches 
of this Agreement, in addition to such other remedies as 
Codemasters may otherwise have under applicable laws. 


INDEMNITY. You agree to indemnify, defend and hold 
Codemasters, its partners, affiliates, contractors, officers, 
directors, employees and agents harmless from all 
damages, losses and expenses arising directly or indirectly 


from your acts and omissions to act in using the Product 
pursuant to the terms of this Agreement. 


MISCELLANEOUS. This Agreement represents the complete 
agreement concerning this license between the parties and 
supersedes all prior agreements and representations 
between them. It may be amended only by a writing 
executed by both parties. If any provision of this Agreement 
is held to be unenforceable for any reason, such provision 
shall be reformed only to the extent necessary to make it 
enforceable and the remaining provisions of this Agreement 
shall not be affected. This Agreement shall be construed 
under California law as such law is applied to agreements 
between California residents entered into and to be 
performed within California, except as governed by federal 
law and you consent to the exclusive jurisdiction of the state 
and federal courts in Los Angeles, California. 


lf you have any questions concerning this license, contact Codemasters at: 


The Codemasters Software Company Limited, PO Box 6, 
Leamington Spa Warwickshire CV47 2ZT United Kingdom. 
Tel +44 1926 814 132, Fax +44 1926 817 595. 


TECHNICAL SUPPORT 


Lines are open between 8:00am and 5:00 pm Monday through Friday, Pacific Time 


Codemasters Inc. 
P.O. Box 2150 
Oakhurst, CA 93644 
Tel (559) 683-4468 
Fax (559) 683-3633 


URL: http://www.codemasters.com 


E-mail custservice@codemastersusa.com 


Inside News - exclusive 
only to Inside Track recipients 
Cool Downloads, Upcoming Release Dates, 


pecial Offers, Discounts and loads loads more. 
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